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The purpose of this project is to replace the current system that still uses the manual 
ways that makes it difficult for students to use the store system. In this new era of technology, 
the rapid changing of technology always happens around us. Thus, the students are more 
reliable on the technology hence it can help them in many ways. The old system is replaced 
and has been improved by using the latest technology as the old system can be difficult to 
maintain. The technology that has been implemented in the project is more flexible for the 
students in terms of time and their energy as with the new system they can access anytime and 
anywhere. The only thing that they will need to access the system is the smartphone and internet 
access which is most of the students have. Besides that, this system can act as a platform for 






Tujuan projek ini adalah untuk menggantikan sistem semasa yang masih menggunakan 
cara manual yang menjadikan sukar bagi pelajar untuk menggunakan sistem kedai. Dalam era 
teknologi baru ini, perubahan pesat teknologi sentiasa berlaku di sekeliling kita. Oleh itu, para 
pelajar lebih dipercayai menggunakan teknologi ini dan dapat membantu mereka dalam banyak 
cara. Sistem lama diganti dan telah dipertingkatkan dengan menggunakan teknologi terkini 
kerana sistem lama boleh sukar dikekalkan. Teknologi yang telah dilaksanakan dalam projek 
ini lebih fleksibel untuk pelajar dari segi masa dan tenaga mereka dengan sistem baru yang 
mereka dapat mengakses bila-bila masa dan di mana sahaja. Satu-satunya perkara yang mereka 
perlukan untuk mengakses sistem ialah telefon pintar dan akses internet yang kebanyakannya 
mempunyai pelajar. Selain itu, sistem ini boleh bertindak sebagai platform untuk Kolej lain 
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CHAPTER 1: INTRODUCTION 
 
1.1 Introduction  
Rafflesia College Store Management System is a system that helps students to track and 
notify about their belongings that are kept in the Rafflesia College Store. 
The current method staff of Rafflesia College still uses the manual way to keep student 
registration. The student will write their details on a logbook. The staff will count the items 
and gave the reference number of the items. Each item uses the same reference number. Then, 
students must make payment before they can proceed to keep their items. Next, the student will 
receive a receipt of their payment with their reference number. The student must fill in the 
name and contact number on the receipt for them to keep and as evidence to retrieve their items. 
This causes students to have long queues to register and place their items. Every semester, we 
will be heard that some of the students wrongly take other stuff and we have to announce the 
group for the student to return the stuff to the store. A student might take someone else items 
due to loss of the receipt that contains the reference number or forgets to display their details 
on the items.  
Thus, Store College Mobile App will help students to reduce the time it takes to register 
and place their items in store. Students can register by the mobile app anywhere and anytime. 
They just have to wait for a little time to place their items in the store. After registration students 
will receive a receipt and QR code for each item that is registered in the system. Students need 
to display the QR code at the top of the items. For the student to take their items from the store, 
they have to scan the QR code and the record of the scan QR code will be stored in databases. 
The apps also will prevent from others to wrongly take their items as the QR code that provides 
will show owner details so that they will not take other items and if someone has taken the 
wrong item or on behalf of their friends they can trace by using the apps. 
 
1.2 Problem Statement 
The inconvenience of the current system makes the students wait for a long time to do 
the registration before they can keep their belongings in the store. During the registration 
process, the students are allowed to enter the store one at a time with all their items. They need 
to fill in the form registration manually by using a pen and paper. While the students fill in the 
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form, the staff will count on student’s items and write the reference number of each item on a 
piece of masking tape before they paste it on each item. Students would then need to make the 
payment before they can proceed to keep their bags properly. This old method likelihood takes 
5-15 minutes and those resulting students to have a long queue. Thus, with this coming system, 
the registration process would be cut to 1 minute and can be done anytime and anywhere. It is 
more convenient for both parties as they can save their time and energy.  
Next, students often miss out on their items when they come back from a long holiday to 
start a new semester. This has occurred because other students wrongly take. After all, they 
might forget which one is their bags and sometimes students forgot to display their details at 
the items. We can reduce the probability of the student are likely to wrongly take other items 
by using the new coming system where it can notify the student then it allows the student to 
trace the person who takes the item. When the person scans other items. It will show the 
personal details such as name, matric number, and phone number.  
 
1.3 Scope 
This system is developed for Rafflesia College students to register and can use the main 
function of the mobile app which is the QR code scanner. While the staff is to manage the 
college store data through the web-based system. To use the mobile application and the web-
based system, both of them will require to have an internet connection, a smartphone to 
download the mobile app, and also a computer for the staff to manage the data in the web-
based system. 
 
1.4 Aims and Objective 
The main objectives are: 
1. To analyze and design a mobile app of Store College Management System where it can 
give benefits to help secure user’s belongings from being wrongly picked by other 
people by using the advantages of QR code and mobile notification. 
2. To implement a web-based system for managing the stored data where it can identify 
the availability of the store. 
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3. To develop a system that can store students' details into the system as a reference for 
the students when they need to check on the personal details on who had scan and took 
their items. 
4.  To develop a mobile app where have a feature of scanning QR Code and notify the 
user on the announcement also the notification of the details of students who have scan 
their items.  
1.5 Brief Methodology 
 
Figure 1.1: Agile Development Life Cycle 
 
Based on Figure 1.1, this project is using Agile Development Life Cycle where it is the 
best suits for the proposed system. Agile methodology is a loop process. There are several 
phases in the Agile method such as Brainstorm (Requirement Analysis), Design (System 
Design), Development, Quality Assurance (Testing), and Deployment (Maintenance). The first 
phase is to identify the problem and to determine the objective of the proposed system. The 
second phase is the design and analysis of the related requirement. The requirement is collected 
by using the questionnaire and will be analyzing three different diagrams.  
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The development phase is where the development of the proposed system started by 
using the required software based on the iteration requirement and feedback. Next, the Quality 
assurance or testing phase is the phase for the system will be tested by the user and to identify 
if any problem occurs or any changes could be made. Lastly, the system is ready to be deployed 
when the user is satisfied with the system and the functionalities before it will be released to 
the real target user.  
 
1.6 Significance of Project 
This project is designed to help students and staff of Rafflesia College minimize the 
time processing of the registration and queue waiting to place their belongings in the store. 
Thus, it will help to reduce data loss due to the manual way of registration. With the web-based 
system, the staff can manage the store's and student’s data more efficiently. Students have to 
do online registration through the mobile app that they are required to download to store their 
belongings inside of the Rafflesia College Store. The main function of the mobile app is to scan 
the QR code before they can check out from the store. The mobile app also will notify the 
students on announcement and notification on the details of the person who scan the QR Code 
to able track and trace when they might wrongly take others item.  
 
1.7 Project Schedule 




Figure1. 2: Project Schedule for FYP 
 




1.8 Expected Outcome 
The expected outcomes for this project are: 
1. Students are able to do online registration through the mobile app. 
2. A mobile application that can receive announcements and notification on students’ 
details.  
3. A mobile application that allows to track and trace the person who scans the QR code.  
4. A web-based system that can manage store data to identify which store is still available 
for students to choose to keep their belongings.  
5. A web-based system that can store student’s data to enable the track and trace function. 
 
1.9 Project Outline 
 
Chapter 1: Introduction 
This Chapter will introduce the idea of the proposed system and the explanations on 
how the proposed system will works. This chapter includes the introduction, problem 
statements, objectives, scope, methodology, and project outcome. The problem statements will 
be discussed on the problem that has occurred in the current system meanwhile the objectives 
are to discussed how to improve the current system with the proposed system. 
 
Chapter 2: Literature Review 
This chapter will discuss the review of the existing system that has similar functionality 
with the current and the proposed system. After reviewing the existing system then it is 
summarized to compare each existing system to be used in improving the proposed system to 






Chapter 3: Requirement Analysis and Design 
The methodology will be explained in more detail in this chapter. The method that has 
been chosen is an Agile Development Life Cycle. The requirement of the proposed system will 
also be carried out in this Chapter.  
Chapter 4: Implementation 
 Chapter 4 focuses on detailed information on the implementation of the system. 
Screenshots and interface layouts will be used to help explain and demonstrate the structure 
and behavior of the system. 
Chapter 5: User Testing 
 Chapter 5 addresses the validation of the system. There are several test cases are 
included in this project. Besides, an interoperability testing that is testing the project with the 
website and the mobile app was conducted. Lastly, the compatibility testing to test the website 
system whether it is compatible with other browsers. 
Chapter 6: Future Works 
 Chapter 6 completes the project that has been created, builds future works, and 
acknowledges the lessons learned. Suggestions and feedback for the system improvement in 
functionality and efficiency will be included in this chapter.  
 
1.10 Summary  
In chapter 1, the idea of the proposed system is introduced and elaborate. This chapter 
gives an overview of the idea and the methodology used in the proposed system. Besides that, 
this chapter consists of an introduction to the proposed system, the problem statement that 
occurred in the current system, the scope, and limitations to improve the current system. At the 




CHAPTER 2: LITERATURE REVIEW 
 
2.1 Introduction 
This chapter will be discussing the review of the existing system or journal that is 
related to the Store Management System that will help to provide a clear review of the proposed 
system. Besides that, this chapter will be discussed on how the limitations of the existing 
system can be used to improve the proposed system. This chapter also will be described as the 
tools, software, and technology that will be used during the development of the proposed 
system.  
 
2.2 Review of Similar System Application 
There are 3 similar system applications and 1 similar web-based system that can be 
evaluated and compared and the results were used to develop and design a proposed Rafflesia 
Store College application. The similar existing system applications that can be reviewed 
include Unimas Now by University Malaysia Sarawak (UNIMAS), Store Management by 





2.2.1 UNIMAS Now 
 
  
Figure 2. 1: The Notifications of the UNIMAS Now 
Unimas Now mobile application that was developed for students to scan QR code for 
their class attendance. This mobile app was selected to be review as most of the features can 
be used in the store management mobile app such as the notification and the QR Code scanner. 
This application is available on both iOS and Android Google Play Store which makes it more 
convenient. One student is allowed to sign in with only one device to give extra security and 
to avoid students from forged the attendance.  
Unimas Now is a mobile version of Unimas websites with an addition of the scanner to 
scan the QR code. This application has brought a new evolution in taking students' attendance 
and lesson plans to life right on a smartphone without any logbook or paper.  
The interface of Unimas Now is user-friendly as the icon is easy to understand and 
straightforward. Students need to sign in with their students Id. This application has several 
features such as News & Stories, Attendance, Money Matters, Course & Credits, Almanac, 
Directory, Announcement, Event, Conference, Vacancy, and SOS (help). Students can easily 




2.2.2 Store Management 
 
Figure 2. 2:Home interface of the Store Management 
 
Figure 2. 3:The list of In and Out items 
